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Introduction 
 Social networks are an increasingly important part of our everyday lives. We rely 
on them to keep in contact with our friends, organize our social events and activities, and 
to facilitate discussion across the globe. While there are frequently studies of the 
communities that exist within the boundaries of a particular service, website, or social 
network, there is a much larger picture when considering communities of people that 
span multiple platforms. 
Participants in media fandom are an especially good internet community in which 
to study interconnectivity because of the shared interest of those participants and their 
seeming irreverence for the boundaries of social networks and websites. Because of this 
shared interest, the topic of the content posted across various social networking platforms 
remains largely the same--however the different platforms cater to different types of 
media and different forms of sharing. Investigating the ways that a fandom community 
uses these platforms in interconnected ways will help us better understand the strengths 
and weaknesses of the platforms. Studying fandoms also exposes the ways that users 
have devised to engage in an internet environment that thrives on sharing information 
across social networking boundaries and utilizing the strengths of individual platforms 
for sharing different types of fandom-related creative endeavors. 
There are frequently studies of community formation and cohesiveness that focus 
on singular social media platforms--especially in regards to internet fandom. Studies of 
LiveJournal (Hellekson), MySpace (Booth, "Rereading Fandom"), and even individual 
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TV show wikis (Booth, "Narractivity") have been conducted to attempt to better 
understand the mechanics of group identity and the generation of specialized group 
knowledge. However, all of these studies end at the boundaries of a particular website, 
ignoring the interactions that occur amongst the same groups of people but on different 
social networking platforms. In my study, I focused on two groups of people across 
multiple platforms. The first group was the 2003 Battlestar Galactica (BSG) fan fiction 
community and how their community activities on LiveJournal spread across Tumblr and 
Twitter. Because BSG has been off-air for nearly three years, it was also relevant to 
investigate a group of media fans whose fandom is currently ongoing. The second group 
in this study was the Tumblr community centered around BBC's Sherlock--a modern re-
imagining of Sir Arthur Conan Doyle's Sherlock Holmes stories--and the way they 
circumvent social networking boundaries in order to share information across platforms, 
build community, and engage in an on-going dialog with the show's creators and each 
other. 
I predict that, because of the different interface styles and platforms designs 
between LiveJournal, Tumblr, and Twitter, each service will be used for different  types 
of posts. LiveJournal will have largely text-based posts of a personal or fan fiction nature, 
Tumblr will focus on the visual media, and Twitter will be more suited to links out and 
small one-line meta posts. 
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Literature Review 
1.1 Fandom, Generally 
One relevant definition of fandom can be found in Bley's article "RL on LJ: 
Fandom and the Presentation of Self in Online Life," where she states "Fandoms--
particularly Internet fandoms--are communities composed of individual fans who are 
socially bonded by their experiences as fans of specific TV series, movies (like The Fast 
and the Furious), books (like the Harry Potter series), musicians, and sporting teams. 
Internet fans can become a community through repeated, intense communication with 
others on subjects of interest to them..." (65). All three of the platforms in question in this 
study allow for that "repeated, intense communication" and therefore are conducive to 
community formation. Because "fans lie at the forefront of our rapidly changing media 
environment," and "utilize their technological capacities, their communal intelligence, 
their individual knowledge base, and their social interaction skills to investigate and 
explore media," studying fandom is a quick way to understand how early adopters of 
technology are using  new tools and information systems (Booth "Digital Fandom" 20). 
As a user group, fans exploit these technologies to engage with others, demonstrating the 
social limitations and capabilities of systems. Oftentimes, fans must create workarounds 
that pull personalized functionality out of systems that were not designed with fandom 
uses in mind. 
In addition to being "early adopters of new media technologies," fans also use their 
advanced technological skills to create material based on the object of their fandom. 
 5 
...Their fascination with fictional universes often inspires new forms of 
cultural production, ranging from costumes to fanzines and, now, digital 
cinema. Fans are the most active segment of the media audience, one that 
refuses to simply accept what they are given, but rather insists on the right 
to become full participants. None of this is new. What has shifted is the 
visibility of fan culture (Jenkins "Convergence Culture" 135). 
 
Booth goes even further by defining fans and fan engagement as a socio-political 
liberation:  "being a fan means identifying with a media text, and studying fans allows us 
to explore some of the key mechanisms through which we interact with the mediated 
world at the heart of our social, political, and cultural realities and identities" (Booth 
"Digital Fandom" 20). Fandom, for Booth, is just the most visible manifestation of how 
humans in a media saturated world navigate their environment. 
Contrary to the stereotypical view of fans as passive consumers with transient 
interests, "researchers found that fans regularly take an active approach to interpreting 
media texts and can be quite critical of the shows they say they love (Consalvo 68). 
Members of a fandom often feel a stronger sense of belonging in their fandom than they 
do in their local community (Obst "Part 2" 112). This phenomenon is discussed at length 
in the literature, with most authors suggesting that interest communities in general are 
replacing more traditional social groupings. Kirby-Diaz uses the notion of the "virtcom" 
or virtual community to help explain this phenomenon: 
The last century's public is today's virtcom. That is, a virtcom is really 
more or less a twenty-first century manifestation of what sociologists used 
to call a public--a group of people united by a common interest/passion. 
There is an important difference, however: members of a public rarely 
communicate with each other--and when they do, that communication is 
likely to be formal, via mailed correspondence. Virtcoms, on the other 
hand, encourage communication--both formal and informal--between 
members. There are literally hundreds of thousands of virtcoms on the 
internet (Kirby-Diaz 25). 
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In the same vein, Jenkins discusses the changing nature of community with regard 
to technology and shared interests, detailing why and how members of "virtcoms" 
feel more included in these types of communities and therefore have stronger 
loyalties to their fandom affiliations. 
...These new communities are defined through voluntary, temporary, and 
tactical affiliations, reaffirmed through common intellectual enterprises 
and emotional investments. Members may shift from one group to another 
as their interests and needs change, and they may belong to more than one 
community at the same time. These communities, however, are held 
together through the mutual production and reciprocal exchange of 
knowledge ("Convergence Culture" 27).  
 
Tushnet describes the way that fans in on-line communities reach across traditional 
borders such as "nationalities, ages, sexual identities, classes, and races" and--through 
repeated interactions with one another--create an "information ecology" that "link[s] 
people, tools, and practices" (147). Because of the time, energy, and emotion that fans 
invest in a particular media text, they "often feel a sense of ownership of canon. They are 
often better informed about the details of the characters' lives and settings than are many 
decisionmakers responsible making new authorized works.... This is moral ownership 
rather than economic ownership, a sort of reverse moral rights" to the material (Tushnet 
165). Fans feel a moral obligation to act in "the best interest of the text they esteem and 
the fan community they belong to" which suggests that there are more than pure 
economic or legal forces at work when considering media fandoms (Sandvoss 54). 
Jenkins observes the proliferation of tasks, work, effort, and skills across multiple 
fandoms when the groups break and reform, indicating that abilities learned in fandom 
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never go to waste and even add considerably to a person's lifeskills ("Convergence 
Culture" 57).  
All of the grassroots implications of fandom and fandom creativity considered, 
the implications to copyright law and corporate ownership of the material being 
consumed must be taken into account. Jenkins describes the 19
th
 century folk culture of 
the United States as one of appropriation and reimagining pre-existing material. Jenkins 
believes that the resurgence of remix culture on the internet is an indication that "the 
current moment of media change is reaffirming the right of everyday people to actively 
contribute to their culture. Like the older folk culture of quilting bees and barn dances, 
this new vernacular culture encourages broad participation, grassroots creativity, and a 
bartering or gift economy" (Jenkins "Convergence Culture" 136).  
Corporations have attempted to address this in numerous ways, from the recent 
crackdowns on file sharing websites for "copyright infringement" to actively courting fan 
creativity and using it as a marketing strategy for their products. Creator-sanctioned 
consumer creativity is often limited in scope, yet owners are also wary of alienating their 
audience. "Corporations have thus manoeuvred themselves into the paradoxical position 
of seeking to generate maximum emotional investment by consumers in a given content 
brand, but of needing to corral such emotional attachment into purely consumptive--as 
opposed to creative--channels" (Murray 10). "On one hand, corporations are reliant upon 
devoted fan bases for market research, for development of highly trafficked review sites, 
and as identifiable niche markets. But, on the other hand, these same conglomerates 
perceive a need for vigilant scrutiny of IP to protect key corporate assets" (Murray 11). 
Some creators, such as Battlestar Galactica's Ronald D. Moore, took it upon themselves 
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to use the emerging New Media environment to full advantage. Moore produced three 
web series that tied into the main storyline of Battlestar Galactica as promotional tools, 
as well as posting commentary podcasts to his blog immediately after each television 
episode had premiered. Moore himself came into conflict with corporate ownership when 
NBC/Universal refused to pay the writers for their work on the webisodes, "designating 
[them] promotional material" which led directly to the Writer's Guild Strike of 2009 
(Russo 129). Moore's podcasts were also controversial within academia and fandom as 
"some fans rejoiced in the insider perspective, [while] others saw Moore's interpretations 
as an authorial assertion that blocked off the traditional avenues for narrative speculation" 
(Pearson 85). While a creator's interpretation of their own work is seen as an unjust 
assertion of meaning and control over their work, fans often give equal privilege to each 
other's interpretations. Fans enjoy discussing and parsing out the way they feel about a 
media text--even making their own versions of DVD releases with personal custom 
commentary (Nussbaum). 
1.2 Fandom History 
While internet fandom is a relatively new phenomenon, the practices of media 
fandom have existed for hundreds of years. There are reports of Victorian men and 
women wearing black armbands after the death of Sherlock Holmes in the 19
th
 century 
(Estleman xvi). Traditionally, when people think of fandoms they think of science fiction 
fans.  
S[ci]F[i] fandom began when Hugo Gernsback launched Amazing Stories 
magazine in the US in April 1926. In the June 1926 issue, editor Hugo 
Gernsback noted that many of those buying the magazine had little or no 
chance of contacting each other and so, when printing their letters to the 
magazine in its Discussions column, he started giving their full names and 
addresses. This led to correspondences springing up between readers, the 
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beginnings of a sense of community, and eventually, to the formation of 
the first fan groups (Obst "Part 1" 93). 
 
While science fiction fans are the beginning of the modern notion of fandom, it is 
also problematic in that SciFi fans have been lampooned in the international media for 
decades simply for showing a passionate affinity for media. Fans have often been 
ostracized or considered akin to lunatics, as typified by the now infamous "Get a Life" 
Saturday Night Live skit that featured William Shatner berating over-avid Trekkies for 
their obsessions (Saturday Night Life). 
Until the late 1990s, audiences were considered to be essentially passive, 
non-cohesive publics, moving somewhat willy-nilly, as television 
executives created and cancelled series. If fans were attached to a 
particular series, it was held to be a transient attachment. ... However, 
research... indicate[s] that the obverse is true. TV audiences are not 
passive, and indeed, often take an active role in not only participating in 
the life of an ongoing series, but in maintaining a series long after its 
demise, going so far as to actively produce fan art that would perpetuate 
the series' stories (Bley 64). 
 
In regards to the upswing in fandom creativity over the course of the 20
th
 century, 
Tushnet attributes an increase in the popularity of fan fiction to the increased female 
population within media fandom. Because mass media was not fulfilling their narrative 
needs, women appropriated the characters and situations that they were given and molded 
them into stories that they wanted to see. 
Creative fan cultures developed along with mass media entertainment over 
the course of the twentieth century. Star Trek and The Man from 
U.N.C.L.E., popular television shows of the late 1960s, spurred the 
development of media fandom, which was related to older science fiction 
fandom, but was notable for its largely female composition and interest in 
fan-created stories and artwork focusing on the relationships between the 
main characters (Tushnet 139). 
 
Before the advent of the internet, this creative material was circulated in "small-scale 
publications known as "zines" that usually circulated among fans who knew each other. 
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Media fans took advantage of new technology, mimeographing and photocopying their 
writings and art as soon as it was reasonably possible to do so. Following this pattern, 
media fans also quickly moved onto the Internet, establishing both enormous archives 
and small sites containing fan fiction (Tushnet 139). Through the advent of broadband 
internet, graphical browsers, better search engines, and simpler self-publishing tools, "the 
amount of fan fiction has exploded," "the quality of what is available varies wildly," "the 
people who participate and their reasons for doing so are quite varied," and "the types of 
fan productions are more varied" (Tushnet 139-140). While people used to have to leave 
their houses and actively seek out face-to-face communication with other media 
enthusiasts, the advent of the internet has made finding likeminded individuals and 
creative communities as simple as knowing where to look. "Although S[ci]F[i] fandom 
was in existence well before the advent of the internet, the internet has become its major 
communication channel. Thus, daily interaction with other members can occur from the 
comfort of home, even if those members live on another continent. Such online 
communities bring a whole new meaning and application to the word community" (Obst 
"Part 1" 93). 
1.3 Fandom and the Internet 
Multiple sources have documented a huge upswing in fandom participation with 
the rise of the internet and fandom's move from physical meeting spaces and publications 
to on-line self-published and self-forming interest communities. 
Ethnographies of fandoms in the pre-internet era document a higher 
threshold for participation, where people had to travel to conventions or 
develop local interpersonal networks to engage in this participatory media 
culture. Now having an internet-connected computer enables easy access 
to a rich archive of fan communication and content. This accessibility is 
particularly significant in the case of children and youth, who are 
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generally not able to travel to local gatherings and national conventions 
but may have online access" (Ito 51). 
 
With a rise in fandom participation has also come a rise in fandom related creativity. The 
amount of "user creativity" that exists within any given fandom at any time is often used 
as one of the key measures of fandom participation (Kawashima 338). Discussions of 
corporations, producers, consumers, and media texts frequently lead directly to 
theoretical concerns about the blending of the very notions of producers and consumers--
creators and audience--as in Shefrin's study. These types of blurred roles are also 
instrumental in contributing to the "information commons" that fandoms create. "The 
Web Commons is a mind-set, not a specific form of technology. Although it exists online, 
it extends beyond the Internet and represents a substantive alteration in how we conceive 
of the socialization of information. Lawrence Lessig suggests that the interactions and 
precedents we set online spill over into our offline culture: it matters what happens 
online, because it influences our offline lines" (Booth "Digital Fandom" 23). Booth goes 
on to elaborate that it is not the function of fandom to produce "material goods," but 
rather to produce "information," often skirting the issues of copyright and intellectual 
property rights. "Unlike physical goods, there is no 'loss' from the production of 
information. Indeed, there can be no true 'ownership' of information, as Ghosh points out: 
to keep information to yourself is to make sure that no one knows that you have it to 
begin with" (Booth "Digital Fandom" 132). 
Booth's focus on fandom as a production site for communal information ties in with 
the notion of intertextuality and the fact that the most active and avid fandoms are for 
"cult" media texts. A cult text is one where there is a distinct "lack" or open-ended 
question that is never quite fulfilled by the narrative and thus draws viewers back time 
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and time again (Booth "Digital Fandom" 137). "The meaning of [Battlestar Galactica or 
Doctor Who] for the audience exists between what is revealed and what is eternally 
hidden, and exists not in any one place, but rather in the ethereal location in-between 
answer and question, in-between desire and the fulfillment of desire." (Booth "Digital 
Fandom" 42). Cult television shows, therefore, are essentially fragments of a larger story 
that the audience is not being told. Booth argues that the structure of the web is similar, 
thus why fandom finds such a refuge on the internet. "On the one hand, intertextuality is 
central to the web, as it emerges from the connections between fragments of narratives. ... 
What holds a distributed narrative "together," what unites the disparate elements, is the 
desire for narrative unity or completeness" (Booth "Digital Fandom" 57). It is this "desire 
for completeness" that Booth argues makes the resulting information commons akin to an 
encyclopedic resource on the fictional text in question. An example of a creator who 
takes full advantage of an active audience and media savvy fandom is Joss Whedon, the 
creator of Buffy the Vampire Slayer, who "deliberately places ambiguities within the 
storyline to encourage fan involvement" (Hill 176). 
The communities that form from filling in these gaps and playing with the cultish 
incomplete narratives are often incredibly tightly woven, candid, and supportive. 
"Although much current rhetoric points to the danger of the internet in destroying 
community and promoting social isolation, the present results suggest that community 
and a strong sense of community can exist among those interacting within cyberspace" 
(Obst "Part 1" 99). Booth attempts to define "community" further by calling it "the social 
grouping of individuals with shared interests, joined together through some form of 
mechanism of membership; the self-selected organization of a group of fans who both 
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enjoy an extant media object, and who create additional content about that extant media 
object" (Booth "Digital Fandom" 22). Kirby-Diaz echoes many of the points made by 
Booth and Obst in discussing the cross-boundary nature of fandom communities: 
Millions of people spend time every day chatting with others through the 
medium of the Internet. The Internet has often been criticized for replacing 
real-life social interaction. However, through the modality of the virtual 
community the Internet has become a means of encouraging and enabling 
people to cross sometimes vast territorial boundaries to form communities 
of people who share the same interests, fears, loves, and experiences. Age, 
gender, race, class, national origin, native language, appearance--all 
unimportant--on the Internet you can make friends and create a 
community where you can feel you belong" (23). 
 
The repeated insistence by scholars that social interactions formed on the internet are in 
no way less than the bonds formed by face-to-face communication only underscores the 
deep societal prejudice that continues to exists against media fans, and the stigma 
associated with recreational internet communication. 
1.4 Fan Creativity 
Even the simple notion of fan creativity can be problematic to the strictest 
adherents to copyright law. While there are types of fan creativity that seem to be more in 
violation of existing laws than others, all types could legitimately be considered fair use. 
"...Fan creations require the addition of new material. ...A fan writer is both fan and 
writer; she is a creator in her own right" and such additional material is generally thought 
to be enough to push any legal [struggles] more towards fair use than copyright violation 
(Tushnet 143). However, without a landmark court decision, fans continue to operate in a 
murky legal area. "'Users' may well be inspired by existing works of culture and engage 
in creation themselves and so be called authors in their own right. They may draw on 
existing, copyrighted works, but create something that does not bear substantial 
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similarities to the originals and qualifies as an original work protected by copyright law" 
(Kawashima 341). The most utopic notion of fan creativity is exemplified by scholars 
like Henry Jenkins who "have compared fannish models of creativity to the cultural 
commonality of ideas, images, and plots that was considered normal before legal 
definitions of intellectual property were determined by corporate media interests" 
(Lothian 133). Jenkins further equates fandom participation with the right of free speech 
and participatory democracy: 
The power of participation comes not from destroying commercial culture 
but form writing over it, modding it, amending it, expanding it, adding 
greater diversity of perspective, and then recirculating it, feeding it back 
into the mainstream media. Read in those terms, participation becomes an 
important political right. In the American context, one could argue that 
First Amendment protections of the right to speech, press, belief, and 
assembly represent a more abstract right to participate in a democratic 
culture (Jenkins "Convergence Culture" 268). 
 
In line with the idea of "virtcoms" previously mentioned, Jenkins here expresses 
the notion that and our diverse interests and talents are being used to answer back 
to the "corporate media machine" through communities and interest groups of our 
own choosing. 
Fan creations--be they fan fiction, fan mixes, graphics, fan art, fan videos, 
costumes, or any other type of mass media inspired work--are the prototypical expression 
of affection that a fandom has for their object of interest. Fans take the scenarios, 
characters, plotlines, etc. from extant media objects and "reimagine" them to create their 
own work--a term which in itself has been applied to such corporate-owned intellectual 
property as the 2003 Battlestar Galactica, making the notion of intellectual property 
rights and fandom creativity even murkier (Booth "Digital Fandom" 35). "... Fans... 
frequently relate to programs, characters and actors in ways that expand on and move 
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well beyond official narratives, imagery and relationships" which often serves to enhance 
the narrative that fans are working within (Stenger 26).  Kawashima calls these types of 
artists "mini-creators" who "are not 'professional' artists but are ordinary people engaged 
in their spare time" in taking pre-existing material and transforming it into another work 
of art altogether (337). "Fans move and shape source extant media objects, appropriating 
and re-appropriating material in what Lev Manovish refers to as a remix culture. Fans 
take advantage of what Jenkins notes about media characters: 'once television characters 
enter into a broader circulation, intrude into our living rooms, pervade the fabric of our 
society, they belong to their audience and not simply to the artists who originated them' 
(Booth "Digital Fandom" 36). The media savvy that is thusly demonstrated by creative 
fans helps them to navigate a world that is increasingly saturated with media. Mizuko Ito 
studies the effect that media saturation and digital culture has on youth, finding that so-
called "digital natives" often garner many valuable skills from their fandom creativity--
from creative skills to media literacy skills. 
Studies of fan groups have provided ample fodder for understanding 
media engagement that involves not only active and negotiated 
interpretation, but also rich social exchange and alternative cultural 
production. Even before the advent of digital authoring tools and internet 
exchange, fans appropriated mainstream cultural icons and narratives to 
organize communities of shared interest and create their own fan fictions, 
music videos, and music. In other words, fans invoked what Jenkins ... 
calls participatory media culture that blurs the distinction between 
production and consumption. Fans not only consume professionally 
produced media, but also produce their own meanings and media products 
(50). 
 
The contested utility of fandom creativity is another topic that often arises. A 
typical criticism of fandom is that their creative efforts are wasted on work that they 
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distribute for free and which has no artistic merit in its own right. Tushnet describes the 
function of these reimagined pieces quite well: 
Like multiple stagings of a Shakespeare play, fan texts rework and repeat 
familiar characters and situations in new contexts. These revisitings call 
attention to the choices made both by the official texts, which, for 
example, almost always treat heterosexuality as the default position for 
characters, and by fan creations, which often reverse the default. Fans' 
creations are not necessarily liberating in a larger sense they often adhere 
to romance-genre conventions and may be more about satisfying readers' 
cravings that about changing their politics but they do represent a vibrant 
subculture, one that inspires passion among thousands of people who find 
creative outlets in shared universes. Such communal creation and 
recreation is often unavailable through works presented as isolated and 
complete in themselves (138). 
 
Similarly, and far less utopic, is the fact that corporations have realized that fans 
are a perfect source of free labor and grassroots marketing campaigns. "Rather than fans 
stealing commodified culture to make works for their own purposes, capital steals their 
labor--as, we might consider, it stole ideas from the cultural commons and fenced them 
off in the first place--to add to its surplus" (Lothian 135). It can be argued that fan fiction, 
graphics, and all other types of fan creativity serve as free advertising for the media 
object that they feature. "Even though fan fiction is exchanged for free, the proliferation 
of this fiction works as advertising for mass-marketed media  products, so media 
corporations are already making money from fanfic writers" (De Kosnik 124). "As the 
industry relies on the labor of fans to produce and promote the value of its properties with 
increasing openness, it becomes increasingly difficult to hold in place the distinctions 
between owners and consumers. This newfound permeability can jeopardize traditional 
practices on both sides as formerly binary conflicts and alliances become murky" (Russo 
129). 
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1.5 Studying Fans Online 
 The importance of various new web platforms for creating and maintaining fan 
communities--Web 2.0 and social networking specifically-- has been studied in the 
context of narrative creation at least twice by the scholar Paul Booth. Booth investigated 
fans using MySpace profiles for role playing and fan communities centered around 
fandom wikis and narrative creation, which he terms "narractivity"--the communal re-
creation of canonical story events and interaction with the canonical plot while re-
constructing it (Booth, "Narractivity" and "Rereading Fandom"). Booth's methodology is 
primarily observation of the environments and interactions, however he has also 
conducted limited interviews with participants in these two community media types. The 
rise of Web 2.0 technologies is particularly important when studying fandom and social 
networks, as illustrated by Russo when she states  
The resulting ease of posting, finding, watching, and sharing videos, along 
with the incorporation of Webcams and basic editing tools like Windows 
Movie Maker into standard computer bundles, have facilitated an eruption 
of user-generated media. At the same time, the digitization of mass media, 
including compulsory conversion to digital television in the United States, 
has made commercial texts more readily available for appropriation and 
manipulation because these video files are now directly transferable 
between devices formerly known as the TV and the computer (125). 
 
Karen Hellekson and Angela Thomas have both looked at the value systems and 
community building inherent in the LiveJournal (LJ) blogging platform--Hellekson in "A 
Fannish Field of Value" which looks at the way fan works are traded in a good-faith 
gifting system, and Thomas with "Fan fiction online" which explores community 
building through the writing and sharing of fan fiction. Both conducted interviews with 
their personal acquaintances on the LiveJournal platform and recorded their unobtrusive 
observations, as they were both native users of the website. 
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 Formation of leadership in on-line communities is touched upon in John Seibert-
Davis' study "Online Fan Activism in the 'Save Farscape' Campaign," which used survey 
questions and on-line chat interviews to determine who the leaders were in the movement 
and why they had taken it upon themselves to engage with fandom in such intense ways. 
 The amount of creativity that individual fans engage in with regard to their 
fandom is one of the most studied variables when it comes to fandom studies. On-line fan 
communities are often built primarily as places to share transformative works (fan fiction, 
fan art, fan vids, etc.) with interested and like-minded individuals. Mary Kirby-Diaz' 
study of internet behaviors amongst Buffy the Vampire Slayer and Angel fans features the 
statistical data related to the sample population studied which includes extensive data 
about the production and consumption habits of fans regarding fan-made materials ("So, 
What's the Story?"). Rhiannon Bury's study Cyberspaces of Their Own looking at female 
X-Files fandom, also features extensive survey questions about consumption and 
production of fan-made materials. Victor Costello's "Cultural Outlaws" featured an in-
depth questionnaire regarding, among other things, internet access and ease of access to 
technology and the internet, finding that the more ubiquitous the internet access, the more 
it is taken for granted and exploited. Jennifer Earl also investigated access to the internet 
in her study "Movement Societies and Digital Protest" which focused mostly on a 
petitioning website, but also on the level of access to the internet that people needed 
before they begin to see the internet as a legitimate stage for their protest. 
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Methodology and Analytic Techniques 
 This study involved two distinct parts and investigated two separate--though co-
mingled--fandoms. In both cases, I used a convenience sample of my own social 
networks formed on my personal accounts across three social networking services: 
LiveJournal (LJ), Tumblr, and Twitter. While many of the people in the sample group 
have accounts across all three services, many of them either do not have accounts or 
simply were not in the user group across every service. However, there is considerable 
overlap in the population. 
1.6 LiveJournal, Tumblr, Twitter & Formation of Networks 
 The native interfaces and individual functionalities inherent in each service make 
them particularly suited to very different kinds of networks, interactions, and types of 
material posted. Brief descriptions of each service are provided to clarify methodology 
and results. 
1.6.1 Livejournal 
 LiveJournal is a social networking blogging platform that relies on interests listed 
in a user's profile to facilitate community building. The "community" feature allows for 
group blogging efforts around a shared interest or common topic which is often used for 
fandom purposes. One typically finds like-minded users in these communities. 
A social circle on LiveJournal consists of "friends" on a "friends list" or "f-list" 
(i.e. accounts added to a LJ specific type of syndicated list) and topic-specific LJ 
"Communities" which individual users can join, post to, and also add to their "friends 
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list." There is a feature that allows creating customized friends groups for ease of reading 
based on whatever criteria the user deems appropriate. 
LJ's posting interface gives the choice between a WYSIWYG ("what you see is 
what you get") text editor or HTML text editor and various options to include remotely 
hosted images, videos, and other media. Posts on LJ are primarily text-based and have 
commenting capability. 
1.6.1.1 LiveJournal Interface 
 
If tags are used at all, they are typically for organizational and categorization purposes. 
Tags are internal to a specific journal or community. Posts can also be made with varying 
levels of security--"public," "friends only," and "private." There is private messaging 
functionality (frequently called a "PM") and a chat functionality. 
1.6.2 Tumblr 
Tumblr is a micro-blogging platform with an easy multimedia uploading interface 
particularly suited to audio, video, and images, and less to textual content and 
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conversation. On Tumblr you form networks by "following" individual users and the 
posts of all the blogs that you follow are collated on a user's "Dashboard" or "dash." Most 
Tumblogs (or simply "blogs") are a mish-mash of multiple fandoms, personal posts, and 
general topics. There are also fandom and topic specific blogs. An individual user is 
capable of owning multiple blogs. The posting interface of Tumblr requires the user to 
choose a "type" of post which is then formatted accordingly. The types are Text, Photo, 
Quote, Link, Chat, Audio, and Video. 
1.6.2.1 Tumblr Interface 
 
There are options in the Photo, Audio, and Video types to upload the material directly to 
Tumblr, rather than hosting it remotely. The text editor is natively WYSIWYG. Users 
may "like" a post by clicking a small heart icon in the top right hand corner of the post on 
their dash, or "reblog" a post that they particularly like or that they wish to add 
commentary to. Reblogging copies the entire post to a user's blog, but keeps the 
attribution intact. "Likes" and "reblogs" appear on a post as "notes" which give a general 
indication of the popularity of a post. There is no native conversational interface. There is 
no method of leaving comments on posts. There is an option to allow users to "Answer 
this post" which allows for users to textually reply to material, however this option must 
be chosen when originally creating a post and the option only appears if the post contents 
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end in a question mark. There is also a "reply" feature that must be activated in a user's 
settings that allows users who have followed an individual blog for more than two weeks 
to leave a limited character reply to a message that you originally posted. Tags on Tumblr 
are often used for conversational and/or commentary purposes. Tags are also the way that 
Tumblr is topically organized, as you can "Track" tags of your particular interest. It's not 
uncommon for Tumblr tags to be a mixture of conversational and functional.  Users may 
communicate with one another through the "Ask Box" or "Ask" where you may submit 
questions, comments, or observations of a limited amount of characters to individual 
users. Asks may be answered privately or published to an individual's blog. 
1.6.3 Twitter 
  Twitter is a micro-blogging platform that only allows for 140 characters per post 
or "Tweet." 
1.6.3.1 Twitter Interface 
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Networks are formed by "following" individual users, after which their Tweets appear in 
your feed. There is conversational functionality in placing an "@" symbol before 
someone's username, or in "replying" to an individual Tweet. There is a functionality 
called "direct message" or "DM" which allows users to send private messages of no more 
than 140 characters to one another. Users can post links to outside pages, usually using a 
secondary link shortening service. Users may also upload photos to Twitter and do not 
need to rely on remote hosting. Tags or hashtags on Twitter can be tracked and used to 
topically categorize a Tweet, but they are often also used conversationally, to express 
action, or to make commentary on the contents of one's post or on one's behavior. 
1.7 Study and Methodology 
The first part of the study was a voluntary survey of fandom participants 
administered through my personal accounts on LiveJournal (LJ), Tumblr, and Twitter. 
The survey was initially administered to the 2003 Battlestar Galactica (BSG) fandom 
and the BBC Sherlock fandom--however there were exclusionary terms stating that 
participants must be fans of BSG or Sherlock. Because participation in one fandom 
almost always ensures participation in multiple fandoms concurrently, BSG and Sherlock 
were simply be used as the initial dissemination point of the survey with participation in 
these fandoms used to limit the sample group. This survey asked what types of fandom 
activities people primarily use a myriad of internet websites, social media sites, and 
social networks for (see Appendix 1, section 1.11: Survey). In this way, the study was not 
exclusive to the three websites that it was feasible for me to investigate, and it also 
collected data on user interpretation of their uses for each individual site and how 
connected they believe their activities are across website boundaries. 
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 The second part of this study was a month long post logging exercise of my 
personal accounts on LiveJournal, Twitter, and Tumblr. While the survey asked the 
observed population to provide data about themselves, the post logging exercise collected 
a one month sample of their behavior. The data generated by logging posts gives a 
frequency of interconnections between individual services and the broader internet. This 
study provided frequency, ratio, and percentage data related to the types of posts made in 
each environment, and the methods of sharing information and linking between services. 
It also allowed me to make generalizations about which services are better suited to what 
types of materials, and which services and environments users feel more comfortable 
sharing various types of materials in. 
1.7.1 Categories and Definitions 
 To begin, I created a classification system that would allow me to easily capture 
and catalogue the type of contents of each post. The broadest level of classification 
included eight categories. 
 
1.7.1.1 Table 1: Categories and Definitions 
Category Definition 
Personal A post which is directly about people and 
events in a user's personal life with little 
relation to fandom concerns. 
General - Humor or Aesthetics A post which is not personal and has no 
specific fandom reference but is shared 
because it's content is humorous or 
aesthetically pleasing in some way. 
General - Activism or Annoyance A post which is not personal and has no 
specific fandom references but express a 
general annoyance or a spirit of social 
activism. 
Fandom - Creative Any creative endeavors that are related to 
media fandom. There are six types of 
creative activities: graphics, gifs, fan art, 
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fan fiction, fan videos, and fan mixes or 
songs (see Operational Definitions). 
Fandom - Meta A post that is self-consciously aware of 
fictionality and fandom. There are three 
times of meta: creative process, fandom 
community, and fictional interpretation. 
Meta - Creative Process Self-aware discussions of the creative 
process (writing, graphics, viding, etc.) 
Meta - Fandom Community A post which is a self-aware discussion of 
fans and fandom, particularly fan behavior 
within the fandom in question. 
Meta - Fictional Interpretation A post which discusses a particular 
interpretation of an element of a fictional 
work. This is the common fandom meaning 
when colloquially using the term "meta." 
This category may also include social 
activism posts that are sparked by fandom. 
Fandom - Combo Creative/Meta A post which is a combination of a creative 
work and meta that relates to the fictional 
content. (Example: an animated gifset that, 
through Tumblr reblogging, has accrued 
much meta commentary.) 
Fandom - Cross-Post A post whose explicit purpose is to lead 
others to material that is housed in a 
different location. (Example: A 
LiveJournal post in a topical community 
with a link to a creative work posted 
elsewhere.) 
Fandom - Appreciation or Gratitude A post which is left to explicitly show 
appreciation for an artist's creative work. 
(Example: an LJ comment left in 
appreciation of a fan fic, and any 
corresponding comments of thanks from 
the author.) 
Combo - Personal/Fandom A fandom related post that inextricably 
interlinks personal concerns or topics with 
fandom material. Common ways of doing 
this are commenting on one's life using 
canonical media references or vice versa. 
 
A "personal" post was one with primarily text content related to the everyday events of 
someone's life. Posts classified as personal typically had no reference to a fandom or 
media text. The next category was "general - humor or aesthetics" which included things 
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like web-comics, general photography, jokes, poems, etc. The "general - activism or 
annoyance" category was for posts that were of a political or activist nature, or expressed 
frustration with a service, group of people, or event. The five remaining categories are all 
related to fandom, with the different types of fandom participation separated out. The 
"fandom, creative" category was for any material that a user had generated or shared that 
was of creative nature or used an extant media text as its basis. The creative category was 
further broken down into "graphics," "animated gifs," "fan art," "fan fiction," "fan vids," 
"fan mix or song," and "source material." Graphics were defined as any type of graphical 
edit using photo manipulation software. This category includes photo manipulations 
(manips), edits, collages, uniquely colored images, etc. Graphics may contain animations, 
but such graphics are not classified as animated gifs. An "animated gif" was defined as a 
gif of a scene or snippet from a source media text, interview, video, YouTube clip, etc. 
whose entire purpose is to present the scene or scenes being portrayed. Animated gifs 
frequently have either dialog or expressive words over top of the animated image. Gifs 
may be used to express emotions in reaction to conversations or other emotional material. 
"Fan art" is a piece of artwork, whether created digitally or using traditional media 
(pencil & paper, paint, etc.) that has been drawn, painted, or otherwise generated from 
scratch but utilizing ideas or characters from an outside media source. The "fan art" 
category was also used to categorize fandom related crafts and costumes, although the 
term does not traditionally encompass those types of creativity. "Fan fiction" (or "fic") is 
a fictional work in prose or poetry that is set in the universe of or uses the fictional 
characters from a media source whose original creator is not the author of the fictional 
work in question. Fan fics can range in length from a few words to novel-length epics. A 
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"fan vid" is a video which is edited by a fan of a media text using clips from the media 
source and editing them to popular music. "Fan mixes and songs" are fan created "mix 
tape" style playlists with a thematic cohesion related to a character, plot, or theme from a 
media text. Fan mixes and fan songs may also include fan-written arrangements, original 
songs, or popular songs with the lyrics re-written to apply to a fictional work (commonly 
called "filk"). "Source materials" is a category that was used to type any material that was 
posted in a raw an unaltered form--this includes promotional photographs, unaltered 
screenshots, quotes, clips, songs, and other source materials. The next category in the 
broader spectrum is "fandom - meta" which is then broken down into five classifications 
of meta. "Meta" is any kind of discussion of the media object, actors, fictional material, 
creative process, etc. that is not directly manipulating the media object or creating a new 
object. "Meta - Creative Process" is any self-aware discussion of writing, graphics, 
viding, etc. "Meta - Fandom Community" applies to a post which is a self-aware 
discussion of fans and fandom, particularly fan behavior within the fandom in question. 
"Meta - Fictional Interpretation" is for a post which discusses a particular interpretation 
of an element of a fictional work. This is the common fandom meaning when colloquially 
using the term "meta." This category may also include social activism posts that are 
sparked by fandom. Fictional interpretation posts can range in size from a one sentence 
reaction to something to an essay that is many thousands of words long. "Meta - Actors 
of Creators" is for discussions of various actors, writers, directors, etc. their work, and 
their personal lives. A final category, "Meta - Combination Personal/Fandom" was 
created to accurately represent the few posts people make where they relate a media text 
directly to their life or explain how it has affected them outside of fandom concerns. At 
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the broader level, the "Fandom combination creative/meta" category was intended for 
specific cases where a graphic or other type of creative post was the primary content, but 
which had accumulated meta over the course of sharing the material. A "fandom - cross-
post" is a type of post which is solely intended to send users to a different place to view 
material. Because this is used primarily to redirect others towards creative posts or meta 
posts, the type of creative or meta post was also logged. "Fandom - appreciation or 
gratitude" is any post whose primary function is to laud the work of another member of 
fandom. These could range from a simple one or two words to an in-depth explanation of 
why the work is so touching to another individual. Appreciation and gratitude posts are 
most commonly found in comments on or related to fan fiction. 
1.7.2 Limitations 
One particular weakness inherent in the structure of this study is that I am an 
active participant in the communities that I studied. While it would have been possible 
for me to skew the data or unduly influence the results, the study was structured to be as 
unobtrusive as possible. Data was collected without the knowledge of the sample group 
so as not to modify their behavior, and no identifiable personal data was collected. 
1.7.3 Qualifications 
 An insider perspective into the groups being studied means that I knew where to 
look for information and how to categorize the various posts and materials accurately. 
Because I was already a member of the communities, the behavior of those under study 
was not be significantly altered by this unobtrusive study because there was no reason for 
members of the study group to mistrust my interactions. I continued to engage in the 
communities in the same way that I always had, while concurrently studying the behavior 
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that I observed. I also have a Bachelor's Degree in Media Studies, with particular interest 
in the building of fandom communities. A major area of focus in Media Studies is 
community building and media usage and interpretation, often focusing on the formation 
and function of on-line fandoms while paying little attention to the technology that 
enables them. Because of my background in the Media Studies discipline, I was able to 
take my first-hand knowledge of fandoms and my academic knowledge of community 
building and media interpretation and combine them with the technological training of 
my current discipline of Information Science. 
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Results and Significance 
1.8 Post Totals 
The post classification data for each of the three services is intriguing, yet also 
unsurprising as the data essentially confirms my initial hypotheses. 
1.8.1.1 Cross Platform Post Totals 
 
1.8.2 LiveJournal 
Of the 95 total LiveJournal accounts included in the data collection, 26 were 
fandom based communities and 69 were personal accounts. 51.67% of the total posts 
were cross-posts that direct to another location, post, or site. 26.89% of posts were 
classified as meta, while 12.44% were creative posts. 7.66% were personal posts while 
the remaining percentages were split in miniscule amounts between humor, activism, and 
combination posts. 91.39% of the posts logged on LJ were classified as pertaining to 
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fandom in some way. Comparable percentages occurred in the LJ comments with some 
noticeable divergences. 28.39% of comments were expressions of gratitude or 
appreciation of fandom works. 59.15% of comments are meta. 7.63% are personal and 
3.59% were creative with the remaining percentages split in similar percentages to the 
posts across the remaining categories. Each of the categories has comparable percentages 
in relation to each other. The personal posts and comments are of a similar percentage, 
while the cross-posts (which rarely have comments at all) are over 50% of the logged 
posts. Nearly 60% of the comments were fandom meta, which is also understandable 
given that posts in a few of the communities--Battlestar Galactica ones in particular--
generate upwards of 200 comments a piece. 
1.8.2.1 Cross Platform Fandom Percentages 
 
 
 Cross-posts, personal posts, and fan fiction made up the majority of posts on 
LiveJournal--with links most commonly leading back to LiveJournal itself (see: 1.9 
Links, 1.10.1 Creative). 
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1.8.3 Tumblr 
 There were a total of 124 accounts included in this study, with 46 fandom or 
topically specific accounts, and 78 personal accounts. 60.80% of the posts were creative 
in nature. Tumblr has the highest percentage of creative posts of any service by a huge 
margin--the next closest service is LiveJournal at 12.44% of all posts being of a creative 
nature. The next highest percentage of Tumblr posts saw a dramatic fall to 12.36% 
personal posts, followed closely by 12.30% of posts as fandom meta posts. 11.21% of 
posts are humor or aesthetic posts--the highest percentage of any other service, which is 
the first indication of the highly visual nature of Tumblr with many posts of beautiful 
photographs or web-comics. The remaining post types are all under 3% each, with 
activism posts at 2.50, 0.74% of posts as combination creative and meta, 0.07 posts that 
are cross-posts, and 0.02% that are appreciation posts--confirming yet again that Tumblr 
is heavily used for its visual capabilities, facilitated with a simple interface and internal 
hosting of files. 
1.8.4 Twitter 
 There were a total of 65 accounts included in this study, with 39 celebrity, 
fandom, or topically specific accounts, and 26 personal accounts. 46.84% of Tweets were 
personal--rendering Twitter the service with the highest percentage of personal posts. The 
next highest percentage is fandom meta posts at 36.80%, followed by activism posts at 
8.04%--which also demonstrates that Twitter has the highest percentage of activism posts 
as any of the services in question. The remaining categories were all below 5% of total 
posts. Humor or activism posts were 4.14%, creative fandom posts were 2.90%, cross-
posts were only 0.91% of the total, and combination posts were 0.36%, with no fandom 
appreciation posts at all. In retrospect, most of the creative posts on Twitter should 
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probably have been classified as cross-posts, as they largely link to works on other 
websites. This is one of the major flaws in the dataset. 
1.9 Links 
My expected results were that I would see a very high frequency of 
interconnections and links between the three services. From my own experience and the 
way that I've seen various people using Tumblr, Twitter, and LiveJournal, my assumption 
was that there are vast interconnections between the two and that the same people 
recreate their fandom circles in multiple places. What I actually discovered was that links 
to anywhere are quite rare in fandom--let alone to specific places. While fandom 
community circles are recreated in other places, it is typically because of a one-time 
sharing of handles across services with the group of people. While there are not as many 
links in the dataset as I anticipated, there are still enough to make assumptions about the 
uses of each service. 
 64.31% of LiveJournal posts, 3.57 of LJ comments, 8.06% of Tumblr posts and 
29.51% of Tweets contained links of some kind. 
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1.9.1.1 Cross Platform Link Percentages 
 
The most link-heavy platform is LiveJournal which is understandable given the 
more static nature of the platform infrastructure when compared to Tumblr and Twitter. 
Yet of the posts that contain links 78.42% of those links are to places within LiveJournal 
itself. Because the infrastructure of LiveJournal does not allow for sharing in the same 
way that Tumblr (with reblogs) and Twitter (with retweets) allows for, cross-posts are 
used as the natural way of sharing material within a LiveJournal community, accounting 
for the high percentage of links within LJ itself. 20.09% of the links on LiveJournal are to 
another site aside from Tumblr, Twitter, or LJ, and only 1.34% of links were to Tumblr, 
while Twitter had only 0.15% of the links within entries. The same type of pattern is 
obvious when looking at the LJ comments. 
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1.9.1.2 LiveJournal Link Percentage Breakdown 
 
While there was a significantly smaller number of comments containing links, the 
percentages within those comments are quite similar to those found in posts, with 68.92% 
linking to LiveJournal, 23.42% to other websites, 3.15% to Tumblr, and 4.50% to 
Twitter--flip-flopping the last two categories. This flip (although the numbers are quite 
small) suggests that the comments are used much more for socialization or self-
promotion than the posts, which is a finding consistent with my personal experience. 
LiveJournal 
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Other 
20.09% 
LiveJournal Links Totals 
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1.9.1.3 LJ Comment Percentage Breakdown 
 
 The platform with the second highest frequency of links within posts is Twitter, 
although the percentage falls to 29.51% of Tweets that contain a link. Within those posts, 
19.65% of the links are to LiveJournal--understandable given that the majority of the 
users in my sample group were fan fiction authors from LiveJournal who use Twitter to 
discuss their work and their creative processes. 9.22% of links or references were to 
Tumblr, and 4.10% were within Twitter itself. The highest percentage, however, is 
68.03% of links are to an outside source other than LJ, Tumblr, or Twitter. 
LiveJournal 
68.92% 
Tumblr 
3.15% 
Twitter 
4.50% 
Other 
23.42% 
LiveJournal Comment Links Totals 
 37 
1.9.1.4 Twitter Link Percentage Breakdown 
 
This can be better understood when looking at the percentage breakdown of the types of 
posts on each service. Twitter has the highest percentage of both personal and social 
activism posts at 46.84% and 8.04% respectively (see 1.9.1.1 Cross Platform Link 
Percentages). Each of these kinds of posts tends to contain a link to more information, to 
the webpage of a particular cause, or simply to a website that the individual found 
interesting or amusing. Given the nature of the Twitter platform with its character 
limitations that ensure quick short messages, this finding is also understandable. 
 Tumblr is the platform with the smallest percentage of links of any kind. Only 
8.06% of the posts logged on Tumblr contained a link, and within those posts, 36.55% 
were to Tumblr itself. Twitter had a respectable 8.52% of links--though links between 
Tumblr and Twitter are of a unique variety. Given the simple interface and image 
friendly nature of Tumblr, a link to Twitter typically consists of a screenshot of a funny 
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or celebrity Tweet that is posted as an image and then circulated. 4.04% of links were to 
LiveJournal--usually in the form of a fan fiction cross-post. And 50.90% of links were to 
a site other than LiveJournal, Tumblr, or Twitter. 
1.9.1.5 Tumblr Link Percentage Breakdown 
However, within this analysis one must also consider that there were nearly twice as 
many total Tumblr posts logged as the next most frequent category (LJ comments), and 
that--even with small percentages--the raw number of linkages is substantially higher on 
Tumblr--particularly for links to Tumblr and Twitter--than it is for any other platform. 
 Results from the fandom survey largely support these conclusions, with the 
highest percentage of participants linking from LiveJournal to other materials in nearly 
every category. The three fandom categories where LiveJournal was not the highest 
percentage are all four of the graphical or visual medium categories (graphics, fan art, 
animated gifs, and fan videos) all of which had Tumblr with the highest percentage of 
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Tumblr Links Totals 
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respondents. Twitter had relatively low percentages of respondents who said that they 
cross-posted materials to the service (6% and below in all cases), with the highest 
creative category being fan fiction at 6.67% of respondents saying that they linked from 
there (see Appendix 1, section 1.12). 
1.10 Platforms v. Types of Posts 
1.10.1 Creative 
In line with original predictions, the primary content of Tumblr is the visual 
media types of fandom creativity--particularly graphics, animated gifs and fan art. Of the 
creative posts on Tumblr 40.23% are graphics, 33.97% are animated gifs, and 7.16% are 
fan art. 
1.10.1.1 Tumblr Creative Percentage Breakdown 
 
These percentages are also considerably higher for Tumblr than for Twitter, LiveJournal, 
or LJ Comments. 
Graphics 
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Tumblr Creative Totals 
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1.10.1.2 Cross Platform Creative Percentages 
 
The nature of the Tumblr interface makes it simple for users to upload their own material 
directly to the site with a few mouse clicks--making Tumblr a much simpler interface 
from which to share graphical materials than something like LiveJournal which requires 
an outside hosting source for images and videos. 
The primary creative content of LiveJournal is fan fiction at an incredible 82.88%. 
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1.10.1.3 LiveJournal Creative Percentage Breakdown 
 
 
Similarly, the creative content of LJ comments has a 90.55% fan fiction--though 
admittedly there is very little creative content posted in LJ comments. 
Graphics 
6.31% Animated gifs 
0.15% Fan Art 
4.95% 
Fan Fiction 
82.88% 
Fan Vid 
3.30% 
Fan Mix or Song 
1.35% Source Materials 
1.05% 
LiveJournal Creative Totals 
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1.10.1.4 LJ Comment Creative Percentage Breakdown 
 
Because LiveJournal is the oldest of the platforms in this study, the infrastructure remains 
one that is far more favorable to static text-based materials such as fan fiction. While 
there are, of course, other materials posted on LJ, and particularly materials cross-posted 
on LJ, the majority of creative material directly posted to the platform and cross-posted is 
overwhelmingly fan fiction. Likewise, fan fiction dominates the creative spectrum of 
LiveJournal comments--especially in the Battlestar Galactica fandom where many of the 
LJ communities have a structure that encourages fan fiction writing in the comments of 
posts in response to prompts, etc. 
Twitter, likewise, has very little creative content, with links to graphics at 29.55% 
of the total links, uses of animated gifs at 12.88%, and links to fan fiction at 15.91%. The 
highest percentage of directly posted content is 27.27% of creative material on Twitter 
being source materials--typically quotes, promotional photographs, or other material. 
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Fan Fiction 
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1.10.1.5 Twitter Creative Percentage Breakdown 
 
 
The limited character nature of Twitter means that there is practically no material posted 
directly to the site (although images can be uploaded directly to Twitter.) However, there 
are frequent links out to other material that fans have found, created, or otherwise want to 
share, making nearly all of the creative content posted on Twitter more akin to a cross-
post than an actual creative post--although, while collecting data, I never classified these 
as such. In retrospect this was misclassification and this is the largest flaw in the dataset. 
1.10.2 Meta 
 According to my survey results, meta itself is something that--at least by that 
term--fewer people dealt with than any other type of fandom engagement aside from fan 
mixes, with 27.74% of respondents skipping the question altogether. Of those who 
answered, there is a 28.51% of creative to consumptive response (a statistic that 
compares the number of those who post meta to the number of those who enjoy meta). 
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30% 
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Fan Art 
8% 
Fan Fiction 
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Fan Vid 
5% 
Fan Mix or Song 
1% 
Source Materials 
27% 
Twitter Creative Totals 
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Twitter had a surprisingly high total percentage of meta at 36.80% of tweets. LiveJournal 
had 26.89% of posts classified as meta, with 59.15% of LJ comments classified as such. 
Tumblr had the lowest percentage of meta at 12.30%. 
1.10.2.1 Cross Platform Meta Percentages 
 
 The percentage breakdown of meta types shows fictional interpretation as the 
highest percentage on every platform except Tumblr. LiveJournal has a 40.70% of 
fictional interpretation, followed by discussions of the creative process at 29.12%, a 
combination of personal and fandom material within the posts at 27.27%, 23.16% that 
were discussions of the fandom community, and 7.02% of posts that were discussions of 
actors of creators. 
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1.10.2.2 LiveJournal Meta Percentage Breakdown 
 
 
LJ comments have similar percentages with 56.35% of meta as fictional interpretation, 
29.50% dealing with the creative process, and the remaining percentages all falling to 
under 10%. Comments dealing with actors and creators were 7.93%, the fandom 
community was 6.22%, and the combination of fandom/personal comments were only 
3.13%. 
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23.00% 
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LiveJournal Meta Totals 
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1.10.2.3 LiveJournal Comment Meta Percentage Breakdown 
 
Again, the static text-based nature of LiveJournal makes it conducive for posting large 
essays and discussions of the fan fiction that is also posted on the platform. 
 Twitter also had a quite similar breakdown of meta posts with 42.34% of meta 
Tweets dealing with fictional interpretation. This high percentage is the result of users 
"live-tweeting" their reactions to media as they read or watch it.. Twitter has the highest 
percentage of posts that deal with actors or creators at 36.77%, which is understandable 
given the conversational nature of Twitter and the "fan girl" and "fan boy" tendencies of 
many of those in the study group--meaning that they avidly support the careers of their 
favorite actors or creators. 11.14% of meta tweets were discussions of the creative 
process, which is also understandable given the nature of the study group. 
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7.69% 
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3.04% 
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1.10.2.4 Twitter Meta Percentage Breakdown 
 
Many of the users on Twitter are the same users who post their fan fiction on 
LiveJournal, recreating the same social circle and using Twitter to discuss their work. 
The relatively low percentage is probably the most surprising finding of this dataset, as--
from my personal experience within the community--I had expected a much higher 
percentage of creative discussions in the meta category. However, I had failed to take into 
account that Twitter is used in a much broader way on a regular basis so that my 
perceptions were skewed towards my research hypothesis. 
 Tumblr also had percentages of meta data that I found surprising. The archetypal 
meta post on Tumblr is a large essay in the fictional interpretation category, typically 
either in response to a graphic, a contrary post within the fandom, or just in reference as 
someone is watching or reading the material. However, the highest percentage of meta 
posts on Tumblr was posts that referenced the fandom community at 36.57%. While 
Creative 
Process 
11.10% 
Fandom Comm 
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Fictional 
Interpretation 
42.20% 
Actors or Creators 
36.65% 
Combo - Fan/Pers 
0.33% 
Twitter Meta Totals 
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fictional interpretation posts were the next highest percentage at 28.62%, the 8% 
difference is fairly considerable, indicating that much of Tumblr fandom is constantly 
engaged in discussions of fandom and building those fandom relations. 28.00% of posts 
deal with the actors and creators (again, indicating the "fan girl" and "fan boy" 
proclivities of the communities in regards to their favorite artists). Only 6.82% of meta 
posts on Tumblr dealt with the creative process--understandable given how heavily 
Tumblr deals with visual media, and 1.86% of meta posts are a combination of fandom 
and personal. 
1.10.2.5 Tumblr Meta Percentage Breakdown 
The relatively small percentages of meta of Tumblr is yet another finding that surprised 
me, but--as with Twitter--I failed to take into account the large number of other material 
posted to the service in proportion to the meta posts. 
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Interpretation 
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27.48% 
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Summary 
 Social networks are increasing in importance and also in number. Each social 
network is designed to be suited to different content. Because of this, users frequently 
have accounts across multiple sites which they indiscriminately interlink and reference. 
Media fandoms are an especially helpful group to look at when attempting to study these 
interconnections because the social groups and topics remain largely the same even 
across service boundaries. Media fandoms are also intensely creative and will therefore 
post each of their endeavors on whatever service is the most convenient without regard to 
audience, as audience--as has been noted--is largely the same. Understanding the uses 
and interconnections of social networking platforms will help future developers, as well 
as those who study the formation of community in a technological context. 
 The specific interfaces of LiveJournal, Tumblr, and Twitter mean that each social 
network is in a different way. Because of the legacy blogging structure, LiveJournal is 
primarily for sharing very large static text posts. Fan fiction, longer meta, and personal 
journaling posts are all far more prevalent on LiveJournal than they are on Tumblr or 
Twitter because the platform is designed to handle and deliver long textual content. 
While images are posted to LiveJournal, they are infrequent when compared to the 
volume of graphical and visual material posted to Tumblr. Tumblr is primarily concerned 
with images, videos, and other visual material--in large part because of the simple 
interface for uploading and sharing this type of content. Twitter--with its character limits 
and textual nature--is used to share links, personal material, and small fandom 
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observations. Even amongst users who have accounts on all three services, a person is 
likely to have one service which they gravitate towards as their primary account 
according to their posting style, preference for types of content, and level of comfort with 
the interface. LiveJournal users often use Tumblr as a graphical repository, while 
utilizing Twitter as a conversational interface. Tumblr users see LiveJournal as a handy 
archiving and promotional tool for their longer text-based work. Twitter is for friendly 
conversation, brief observations, or promotion by users of all interfaces. While there is 
symbiosis of utility and inter-linking amongst the services, there is less direct 
engagement across all three platforms than I had originally perceived. 
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Appendix 1 Survey Data  
1.11 Survey 
Fandom, Interconnections, and Creativity 
This survey is to determine the ways that fandoms use the different services available on 
the web for sharing and enjoying their creative works and love for a show, book, series, 
movie, video game, etc. 
 
This survey also looks at the ways that fandoms make connections between the services. 
Please select which services you use for which activities. If you do not create or enjoy 
specific kinds of fandom creativity, simply skip the question. 
 
Participation in this research study is voluntary. You may stop at any time. You may 
decline to answer any question for any reason. By completing the following survey, you 
agree to be a participant in the study. 
 
1. Please choose the service where you found the link to this survey: 
○ LiveJournal 
○ Tumblr 
○ Twitter 
 
2. Please choose the websites that you use to participate in fandom, and 
the types of accounts that you have:
 
 
 
 
 
I have a personal account 
which is a mix of fandom and 
personal posts 
I moderate one or more 
fandom specific 
communities/accounts/blogs/ 
fic exchanges etc
Fanfiction.net □ □ 
LiveJournal □ □ 
Dreamwidth □ □ 
Archive of Our Own (AO3) □ □ 
Tumblr □ □ 
Twitter □ □ 
Facebook □ □ 
Reddit □ □ 
Other (Please List) 
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3. Do you use or edit any of the following wikis for fandom related 
purposes on a regular basis? 
 
 
 
 
I frequently use this 
wiki for fandom 
purposes 
I frequently edit or 
contribute to this 
wiki for fandom 
purposes 
I have edited or 
contributed to this 
wiki, but not 
frequently 
Wikipedia □ □ □ 
TV Tropes □ □ □ 
Fanlore □ □ □ 
Any Fandom Specific  
Wikis (Memory Alpha, □ □ □ 
Battlestar wiki, etc.) 
 
4. Please choose the services where you share and enjoy FAN FICTION 
("Share" means that you have created it and posted it in this place, 
"Enjoy" means that you seek out and view it in this place, "Link From" 
means that it is posted in another place but you post a link to it in this 
place): 
 
 
 
I Share Fic Here 
 
I Enjoy Fic Here 
I Link to Fic From or 
Cross-Post Here
Fanfiction.net □ □ □ 
LiveJournal □ □ □ 
Dreamwidth □ □ □ 
Archive of Our Own (AO3) □ □ □ 
Tumblr □ □ □ 
Twitter □ □ □ 
Facebook □ □ □ 
Reddit □ □ □ 
Other (Please List) 
 
 
5. Please choose the services where you share and enjoy GRAPHICS: 
 
 
 
 
I Share Graphics Here 
 
 
I Enjoy Graphics Here 
I Link to Graphics 
From or Cross-Post 
Here
Fanfiction.net □ □ □ 
LiveJournal □ □ □ 
Dreamwidth □ □ □ 
Archive of Our Own (AO3) □ □ □ 
Tumblr □ □ □ 
Twitter □ □ □ 
Facebook □ □ □ 
Reddit □ □ □ 
Other (Please List) 
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6. Please choose the services where you share and enjoy FAN ART: 
 
 
 
I Share Fan Art Here 
 
I Enjoy Fan Art Here 
I Link to Fan Art From 
or Cross-Post Here
Fanfiction.net □ □ □ 
LiveJournal □ □ □ 
Dreamwidth □ □ □ 
Archive of Our Own (AO3) □ □ □ 
Tumblr □ □ □ 
Twitter □ □ □ 
Facebook □ □ □ 
Reddit □ □ □ 
Other (Please List) 
 
 
7. Please choose the services where you share and enjoy ANIMATED 
GIFS (please note option 3 is different): 
 
 
 
I Share Animated Gifs 
Here 
 
I Enjoy Animated Gifs 
Here 
I Use Gifs to Express 
Emotion Here
Fanfiction.net □ □ □ 
LiveJournal □ □ □ 
Dreamwidth □ □ □ 
Archive of Our Own (AO3) □ □ □ 
Tumblr □ □ □ 
Twitter □ □ □ 
Facebook □ □ □ 
Reddit □ □ □ 
Other (Please List) 
 
 
8. Please choose the services where you share and enjoy FAN VIDEOS: 
 
 
 
I Share Fan Vids Here 
 
I Enjoy Fan Vids Here 
I Link to Fic From or 
Cross-Post Here
Fanfiction.net □ □ □ 
LiveJournal □ □ □ 
Dreamwidth □ □ □ 
Archive of Our Own (AO3) □ □ □ 
Tumblr □ □ □ 
Twitter □ □ □ 
Facebook □ □ □ 
Reddit □ □ □ 
Other (Please List) 
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9. Please choose the services where you share and enjoy FAN MIXES, 
SONGS, or ARRANGEMENTS: 
 
 
 
I Share Mixes/Songs 
Here 
 
I Enjoy Mixes/Songs 
Here 
I Link to Mixes/Songs 
From or Cross-Post 
Here
Fanfiction.net □ □ □ 
LiveJournal □ □ □ 
Dreamwidth □ □ □ 
Archive of Our Own (AO3) □ □ □ 
Tumblr □ □ □ 
Twitter □ □ □ 
Facebook □ □ □ 
Reddit □ □ □ 
Other (Please List) 
 
 
10. Please choose the services where you share and enjoy META: 
 
 
 
I Share Meta Here 
 
I Enjoy Meta Here 
I Link to Meta From or 
Cross-Post Here
Fanfiction.net □ □ □ 
LiveJournal □ □ □ 
Dreamwidth □ □ □ 
Archive of Our Own (AO3) □ □ □ 
Tumblr □ □ □ 
Twitter □ □ □ 
Facebook □ □ □ 
Reddit □ □ □ 
Other (Please List) 
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1.12 Survey Results 
1.12.1 Participants Totals 
Total number of participants: 465 
 
Service Where Survey Was Found Percentage 
LiveJournal 81.51% (379) 
Tumblr 16.13% (75) 
Twitter 1.29% (6) 
Question Skipped 1.08% (6) 
 
1.12.2 Types of Accounts 
 Personal Fandom 
Specific/Moderator 
Fanfiction.net 49.03% (228) 5.38% (25) 
LiveJournal 89.03% (414) 17.20% (80) 
DreamWidth 29.89% (139) 2.37% (11) 
Archive of Our Own 35.91% (167) 1.94% (9) 
Tumblr 59.35% (276) 6.45% (30) 
DeviantArt 26.45% (123) 1.51% (7) 
YouTube 41.08% (191) 1.29% (6) 
Twitter 47.96% (223) 0.86% (4) 
Facebook 41.72% (194) 1.08% (5) 
Reddit 1.08% (5) 0.00% (0) 
Question Skipped 1.08% (5) 1.08% (5) 
Other (40): IMDb; Yahoo Groups; Pinboard, Delicious; http://nitcentral.philfarrand.com/ 
cgi-bin/discus/discus.cgi; Pinboard; Delicious; HPFandom; Google Sites; Hexfiles; 
Wordpress; Yahoo Groups; y gall! but its down atm :( ; Pinboard; WordPress; Survival 
Instinct (BSG fanfiction site); privately owned website; Delicious; Pinterest; Tardis-
Torchwood-Team; Insanejournal; Wordpress; Ravelry; Insanejournal; wordpress, 
blogspot, blogger; delicious; I read Fanfiction.net, Archive of Our Own, and Tumblr 
daily but don't have an account.; Goodreads.com group mod; note: my fandom journals 
are published under a nom de plume, kept separate from my rl; Personal fan related 
website (Non-Sherlock); Bookmarking Sites: Delicious, then Diigo, & finally Pinboard -- 
Other Journal at InsaneJournal.com -- And also other forums connected to Author's 
forum boards & other fanfiction archives as related to HP fandom; Pintrest; Yahoo 
Groups where I mod one group; I keep most of my fannish stuff at least semi-separate 
from my personal life. On most of the sites you list, I don't have an account that is a mix 
of types. I post fanfic, and I interact with other writers/artists through comments there. 
Read "mix of fandom and personal posts" as fanfic and fannish activity.; blogger.com; 
FictionAlley, Blogspot, InsaneJournal, and many many Harry Potter-specific fan fiction 
archive sites; I'd like to say that I do have both a personal blog and a fandom blog, but I 
work very hard to keep those two areas separate. I mod lots of comms/fandom events, 
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too. Just to be sure that my answers aren't misleading!; Discussion Boards, Yahoo 
Groups; IMDB; Journalfen.net; Google+; yahoo groups; Blogspot; Insane Journal, 
JournalFen, various fanfiction archives; Gaia Online; wordpress; fanfiction.net i use only 
under protest;  
1.12.3 Wikis for Fandom Purposes 
 Use Freq Edit Have Edited 
Wikipedia 56.56% (263) 1.51% (7) 9.03% (42) 
TV Tropes 29.68% (138) .65% (3) 5.38% (25) 
FanLore 8.17% (38) .22% (1) .86% (4) 
Fandom Specific 41.08% (191) .86% (4) 3.66% (17) 
Question Skipped 27.53% (128) 27.53% (128) 27.53% (128) 
 
1.12.4 Fan Fiction 
 Share Enjoy Link 
Fanfiction.net 33.68% (158) 70.54% (328) 10.32% (48) 
LiveJournal 52.90% (246) 90.54% (421) 27.10% (126) 
DreamWidth 11.61% (54) 50.11% (233) 10.11% (47) 
Archive of Our Own 24.09% (112) 75.27% (350) 11.18% (52) 
Tumblr 7.74% (36) 37.20% (173) 15.91% (74) 
DeviantArt 3.23% (15) 14.62% (68) 1.72% (8) 
YouTube 0.86% (4) 9.89% (46) 1.72% (8) 
Twitter 1.72% (8) 4.73% (22) 6.67% (31) 
Facebook 0.86% (4) 3.01% (14) 3.44% (16) 
Reddit 0.00% (0) 0.65% (3) 0.00% (0) 
Question Skipped 2.80% (13) 2.80% (13) 2.80% (13) 
Other (32): fandom specific fic archives; I have my own website; Yahoo Groups; 
Pinboard; Delicious; HPFandom; Google Sites; Hexfiles; Wordpress; Yahoo Groups; Y 
gallery.; Pinboard; Survival Instinct; harrypotterfanfiction; personal website; 
InsaneJournal, A Teaspoon And An Open Mind, Silver Snitch, Tardis-Torchwood-Team, 
The Automated Kirk/Spock Fan Fiction Archive, Twilighted, Midnight Whispers, 
Trekiverse, Fanfiktion.de, ink stained fingers, FictionAlley, Triaxian Silk, the Basement 
at DitB, Missing Pieces (Pretender), ...; Specific fandom archive (Teaspoon for Doctor 
Who); InsaneJournal; Insanejournal; Personal website hosting pdf of our printed zines; 
delicious; whofic.com (A Teaspoon and an Open Mind)--share, enjoy, link; 
insanejournal; Personal fan related website; Enjoy fanfiction at: InsaneJournal, and 
Fandom-Specific archives such as Wraithbait, HPFanfiction, Portkey, NCISFic, 
NCISFanfiction, NFACommunity, GrangerEnchanted, as well as at people's personal 
sites ---- Link from: Delicious, Diigo, & Pinboard; Yahoo Groups where I enjoy fanfic; 
Y!Gallery; delicious.net; mujaji.net/adamaroslin; Delicious; FictionAlley, Blogspot, 
InsaneJournal, and many many Harry Potter-specific fan fiction archive sites; I also enjoy 
fic on FFN but do it much more rarely than other mediums. (Other sites = a few times a 
week, FFN = once every five months?) I also used to post fanfiction on LJ, but now only 
use it to cross-post to DW.; Discussion Board, Yahoo Groups; fandom-specific fanfiction 
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sites (e.g., www.whofic.com); I browse for fic links on Delicious; Dedicated fan sites (i.e. 
Teaspoon for Doctor Who fandom); yahoo groups; Equestria Daily 
1.12.5 Graphics 
 Share Enjoy Link 
Fanfiction.net 0.43% (2) 2.37% (11) 0.43% (2) 
LiveJournal 24.30% (113) 77.20% (359) 14.41% (67) 
DreamWidth 3.87% (18) 18.06% (84) 3.66% (17) 
Archive of Our Own 0.65% (3) 12.69% (59) 1.08% (5) 
Tumblr 21.72% (101) 72.04% (335) 18.92% (88) 
DeviantArt 6.24% (29) 47.10% (219) 6.02% (28) 
YouTube 1.51% (7) 16.34% (76) 2.37% (11) 
Twitter 2.37% (11) 10.11% (47) 4.73% (22) 
Facebook 3.23% (15) 11.61% (54) 4.95% (23) 
Reddit 0.00% (0) 0.86% (4) 0.22% (1) 
Question Skipped 6.88% (32) 6.88% (32) 6.88% (32) 
Other (16): Y gall!; Pinterest; Pinterest (enjoy, link); 4chan.org; InsaneJournal; Ravelry; 
N/A; insanejournal.com; Personal fan related website; Google image search in general; 
Enjoy Graphics at: InsaneJournal & Photobucket --- Link from: Delicious, Diigo, & 
Pinboard; I share graphics on my own blog; Y!Gallery; Pinterest; ArtisticAlley (the 
graphics side of FictionAlley); Discussion Board, Yahoo Groups 
1.12.6 Fan Art 
 Share Enjoy Link 
Fanfiction.net 1.08% (5) 3.44% (16) 0.65% (3) 
LiveJournal 14.62% (68) 78.28% (364) 12.26% (57) 
DreamWidth 2.58% (12) 23.23% (108) 4.95% (23) 
Archive of Our Own 1.08% (5) 18.71% (87) 2.37% (11) 
Tumblr 10.97% (51) 69.46% (323) 17.85% (83) 
DeviantArt 10.32% (48) 62.58% (291) 8.60% (40) 
YouTube 0.86% (4) 10.54% (49) 1.69% (9) 
Twitter 0.43% (2) 6.67% (31) 3.44% (16) 
Facebook 2.37% (11) 6.67% (31) 3.01% (14) 
Reddit 0.22% (1) .65% (3) 0.22% (1) 
Question Skipped 7.10% (33) 7.10% (33) 7.10% (33) 
Other (21): Yahoo groups; I dont really like fan art and I only look at it when its part of a 
fic.; Y gall; Pinterest; 4chan.org; InsaneJournal; Flickr; Ravelry; N/A; insanejournal.com; 
Personal fan related website; Google image search in general; Enjoy FanArt at: 
InsaneJournal, Photobucket, & various fandom-specific archives & people's personal 
sites --- Link from: Delicious, Diigo, & Pinboard; I occasionally share fan art on my own 
blog; Y!Gallery; Pinterest; pixiv; ArtisticAlley (the graphics side of FictionAlley); 
Discussion Board, Yahoo Groups; ygallery; Equestria Daily. 
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1.12.7 Animated Gif 
 Share Enjoy Emotion 
Fanfiction.net 0.43% (2) 1.94% (9) 0.22% (1) 
LiveJournal 11.18% (52) 67.10% (312) 24.95% (116) 
DreamWidth 1.94% (9) 13.76% (64) 3.23% (15) 
Archive of Our Own 0.43% (2) 4.30% (20) 0.65% (3) 
Tumblr 17.42% (81) 71.18% (331) 30.75% (143) 
DeviantArt 0.86% (4) 16.99% (79) 2.15% (10) 
YouTube 0.22% (1) 2.37% (11) 0.22% (1) 
Twitter 0.65% (3) 4.95% (23) 2.15% (10) 
Facebook 1.51% (7) 5.59% (26) 4.52% (21) 
Reddit 0.43% (2) 0.43% (2) 0.86% (4) 
Question Skipped 9.25% (43) 9.25% (43) 6.25% (43) 
Other (11): Gif Dump, Imgur; Plurk - use gifs to express emotions here; Y gallery; 
Ravelry (all 3); N/A; insanejournal.com; I share animated gifs on my own blog; 
blogger.com; I also enjoy GIFs from websites such as senorgif.memebase.com; Google+; 
Blogger. 
1.12.8 Fan Videos 
 Share Enjoy Link 
Fanfiction.net 0.00% (0) 0.43% (2) 0.00% (0) 
LiveJournal 6.02% (58) 59.14% (275) 13.98% (65) 
DreamWidth 1.08% (5) 11.40% (53) 5.16% (24) 
Archive of Our Own 0.43% (2) 4.73% (22) 1.29% (6) 
Tumblr 4.95% (23) 40.86% (190) 15.70% (73) 
DeviantArt 0.43% (2) 2.15% (10) 0.65% (3) 
YouTube 9.68% (45) 79.57% (370) 13.12% (61) 
Twitter 0.43% (2) 4.73% (22) 3.87% (18) 
Facebook 1.08% (5) 7.96% (37) 3.44% (16) 
Reddit 0.00% (0) 0.00% (0) 0.00% (0) 
Question Skipped 10.97% (51) 10.97% (51) 10.97% (51) 
Other (24): Vimeo; Vimeo; Plurk - I Link to Fan Vids From or Cross-Post Here; I don't 
like fan videos so I don't watch them on any site.; Vimeo, Vidpod; Ravelry; Vimeo; N/A; 
Dailymotion; animemusicvideos.org; Vidders.net; vimeo; insanejournal.com; Enjoy 
Videos at: Vimeo, Metacafe, Imeem (used to a couple years back), BlipTV, 
BAMVidVault --- Link to Videos at: Delicious, Diigo, & Pinboard; vimeo; vimeo; 
vimeo.com; Vimeo; Also Enjoy from Vimeo, Dailymotion; Discussion Board, Yahoo 
Groups; vimeo; vimeo, vidders.net; Vimeo; Equestria Daily. 
1.12.9 Fan Mixes 
 Share Enjoy Link 
Fanfiction.net 0.00% (0) 0.43% (2) 0.00% (0) 
LiveJournal 12.26% (57) 57.42% (267) 10.11% (47) 
DreamWidth 1.72% (8) 9.46% (44) 1.72% (8) 
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Archive of Our Own 0.00% (0) 1.72% (8) 0.22% (1) 
Tumblr 5.38% (25) 29.68% (138) 7.96% (37) 
DeviantArt 0.22% (1) 0.86% (4) 0.22% (1) 
YouTube 2.15% (10) 16.13% (75) 3.44% (16) 
Twitter 0.22% (1) 1.51% (7) 1.08% (5) 
Facebook 0.43% (2) 3.01% (14) 1.29% (6) 
Reddit 0.22% (1) 0.22% (1) 0.00% (0) 
Question Skipped 30.97% (144) 30.97% (144) 30.97% (144) 
Other (13): Plurk - I Link to Mixes/Songs From or Cross-Post Here; Playlist.com; 
8tracks;Wordpress; Bandcamp; N/A; Not big on fan mixes; Link to Mixes, Songs, & 
Arrangements at: Delicious, Diigo, & Pinboard; I share and enjoy fanmixes on 
8tracks.com; Enjoy from OCRemix, Soundcloud; I don't share fanmixes. that's illegal.; 
Soundcloud; 8tracks; dropbox. 
1.12.10 Meta 
 Share Enjoy Link 
Fanfiction.net 0.65% (3) 4.09% (19) 0.43% (2) 
LiveJournal 20.65% (96) 64.95% (302) 10.32% (48) 
DreamWidth 5.16% (24) 21.72% (101) 4.09% (19) 
Archive of Our Own 0.43% (2) 9.25% (43) 1.72% (8) 
Tumblr 10.75% (50) 35.27% (164) 8.39% (39) 
DeviantArt 0.22% (1) 2.37% (11) 0.86% (4) 
YouTube 0.65% (3) 3.66% (17) 1.29% (6) 
Twitter 3.01% (14) 6.02% (28) 2.37% (11) 
Facebook 1.72% (8) 4.09% (19) 2.15% (10) 
Reddit 0.00% (0) 0.22% (1) 0.00% (0) 
Question Skipped 27.74% (129) 27.74% (129) 27.74% (129) 
Other (12): Pinboard; Delicious; K/S archive; televisionwithoutpity.com; privately 
owned website; Ravelry; insanejournal.com; Personal blogs, sites like fanlore, OTW, 
Academia.edu; Enjoy Meta at: InsaneJournal --- Link to Meta at: Delicious, Diigo, & 
Pinboard; FictionAlley; Discussion Board; ugh. meta. :) ; I don't know what META is. 
LOL. 
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Appendix 2 Data Collection Totals 
1.13 Post Classification Totals 
 LJ Totals LJ Comments Tumblr Totals Twitter Totals 
Personal 7.66% (80) 7.63% (474) 12.36% (1368) 46.84% (1549) 
Gen -  H or A 0.10% (1) 0.06% (4) 11.21% (1241) 4.14% (137) 
Gen Act or An 0.86% (9) 0.34% (21) 2.50% (277) 8.04% (266) 
F- Creative 12.44% (130) 3.59% (223) 60.80% (6731) 2.90% (96) 
F - Meta 28.89% (281) 59.15% (3674) 12.30% (1362) 36.80% (1217) 
F - Combo 0.38% (4) 0.71% (44) 0.74% (82) 0.36% (12) 
F - Cross 51.67% (540) 0.13% (8) 0.07% (8) 0.91% (30) 
F - Apprec 0.00% (0) 28.39% (1763) 0.02% (2) 0.00% (0) 
 
1.14 Fandom Percentages 
 LJ Totals LJ Comments Tumblr Totals Twitter Totals 
BSG 31.32% (270) 80.04% (4290) 28.46% (560) 90.17% (211) 
Sherlock 68.68% (592) 19.96% (1070) 71.54% (1408) 9.83% (23) 
2 Fandom % 82.49% (862) 86.30% (5360) 17.78% (1968) 7.08% (234) 
Total % All F 91.39% (955) 91.97% (5712) 73.93% (8185) 40.97% (1355) 
 
1.15 Creative Classification 
 LJ Totals LJ Comments Tumblr Totals Twitter Totals 
Graphics 6.31% (42) 3.27% (9) 40.23% (2775) 29.55% (39) 
Animated Gifs 0.15% (1) 2.91% (8) 33.97% (2343) 12.88% (17) 
Fan Art 4.95% (33) 0.36% (1) 7.16% (494) 7.58% (10) 
Fan Fiction 82.88% (552) 90.55% (249) 0.67% (46) 15.91% (21) 
Fan Vid 3.30% (22) 2.91% (8) 0.70% (48) 5.30% (7) 
Fan Mix/Song 1.35% (9) 0.00% (0) 0.55% (38) 1.52% (2) 
Source 1.05% (7) 0.00% (0) 16.73% (1154) 27.27% (36) 
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1.16 Meta Classification 
 LJ Totals LJ Comments Tumblr Totals Twitter Totals 
Creative 
Process 
35.60% (83) 96.36% (5985) 91.89% 
(10173) 
70.43% (2329) 
Fandom 
Community 
78.42% (66) 68.92% (153) 4.04% (36) 18.65% (182) 
Fictional 
Interpretation 
1.34% (116) 3.15% (7) 36.55% (326) 9.22% (90) 
Actors or 
Creators 
0.15% (20) 4.50% (10) 8.52% (76) 4.10% (40) 
Combo - 
Fan/Person 
20.09% (2) 23.42% (52) 50.90% (454) 68.03% (664) 
 
1.17 Reaction Gif or Image 
 LJ Totals LJ Comments Tumblr Totals Twitter Totals 
None 94.64% (989) 98.34% (6108) 94.68% 
(10475) 
99.67% (3293) 
One or More 5.36% (56) 1.66% (103) 5.32% (589) 0.33% (11) 
 
